










WARNING: READ BEFORE USING YOUR SEGA 
VIDEO GAME SYSTEM. 

A VERY SMALL PERCENTAGE OF INDIVIDUALS MAY 
EXPERIENCE EPILEPTIC SEIZURES WHEN EXPOSED 
TO CERTAIN LIGHT PATTERNS OR FLASHING 
LIGHTS. EXPOSURE TO CERTAIN PATTERNS OR 
BACKGROUNDS ON A TELEVISION SCREEN OR 
WHILE PLAYING VIDEO GAMES MAY INDUCE AN 
EPILEPTIC SEIZURE IN THESE INDIVIDUALS. 

CERTAIN CONDITIONS MAY INDUCE PREVIOUSLY 
UNDETECTED EPILEPTIC SYMPTOMS EVEN IN PER¬ 
SONS WHO HAVE NO HISTORY OF PRIOR 
SEIZURES OR EPILEPSY. IF YOU. OR ANYONE IN 
YOUR FAMILY, HAS AN EPILEPTIC CONDITION. 
CONSULT YOUR PHYSICIAN PRIOR TO PLAYING. IF 
YOU EXPERIENCE ANY OF THE FOLLOWING SYMP¬ 
TOMS WHILE PLAYING A VIDEO GAME DIZZI¬ 
NESS. ALTERED VISION. EYE OR MUSCLE TWITCH¬ 
ES. LOSS OF AWARENESS. DISORIENTATION. ANY 
INVOLUNTARY MOVEMENT, OR CONVULSIONS — 
IMMEDIATELY DISCONTINUE USE AND CONSULT 
YOUR PHYSICIAN BEFORE RESUMING PLAY. 


WARNING TO OWNERS OF PROJI < TION TELEVISIONS: 



Handling Your SEGA ED Disc 

• The SEGA CD Disc is intended for use exclusively with the SEGA 
CD (TM) SYSTEM. 




















































































































Playing A Random Land 

Select PLAY RANDOM LAND to let the Sega CD rand 




































































Attack Timlytte 

Now you’re going to attack the people of Timlytte. 


1. Press C to highlight the Command Bar. 



Passive Posture makes your men do things in extreme moderation. You 
want your Captain to have a Passive Posture so that he and his men only 


3. D-Pad to move the selection box to the Battle Icon, and then press A. 


m BATTLE ICON 


4. D-Pad to point to any building in Timlytte, and then press A. Your 
men acknowledge the order with a “Yeah!” and march off to attack 
Timlytte. The currently controlled Captain animates; any other 
Captains remain still. 



Watch The Fiqht 

When your Captain and his troops get near Timlytte, his troops will seek 
out all of the people of the town and “convince” them to join your side 
through a show of force. Since you easily outnumber them, you will even¬ 
tually win. While you’re watching, try out some of the views. 

Scroll View — D-Pad left, right, up or down. 

Rotate View — Hold button A and D-Pad left or right. 

Zoom In/Out — Hold button A and D-Pad up or down. 

As each member of the town surrenders, they return to their home. Once 

strikes a “victory campfire” and your troops come back and sit in a circle 
around him. The Campfire Symbol appears next to the status bars, indi¬ 
cating that the Captain’s awaiting your next order. 



Take A Look At The 
Conquest: Scales 

Once you’ve conquered Timlytte, the Conquest Scales tip completely to 
the right, with no grains of sand on the left. This means you’ve con¬ 
quered enough people to claim the whole land as your own — you’ve 







Attack Whdgn 













Hints an Continuing the 
Conquest 



Saving Your Conquest: 


Highlighting Window! 




















Highlighting The Command Bar Status Ban 

































“Snapping” Vnur View 
Captain 

If you've switched your view from your Captain l 
land, you can quickly “snap” your view back to h 

















Zooming In & Out 
On The Close-Up Map 


Conquest: Scales 



















Text Window 






































Pasture! 


Aggressive Posture 

The Posture commands are settings that modify all other commands 
except Information and System. They let you tell your followers how 
aggressively they should act when canying out your orders. For example, 

if you attack a settlement with Passive Posture highlighted, your follow- 

your followers will resort to violence if necessary, and some of 
lation may die during your attack. Attack with an Aggressive Posture and 
your followers will try to wipe out as many people as possible. 


Pastures & “Quantity” 
Commands 

Certain commands deal specifically with quantities of things, that is, the 
transfer of soldiers or goods: 

Men Food Inventions 

Recruit Food Collection Equip Men 

Dismissal Food Storage Equipment Storage 

Soldier Allocation Food Supply 

When the Postures are applied to these commands, they specify the per¬ 
centage of soldiers or goods being transferred: 





Unpredictable Effects Of 
Passive & Aggressive 



Commands 


Information 



continue to select objects. The icon remains highlighted unti 



Battle 



flying to. 




























5 — food, people, livestock, workshops, and boats. 




Soldier Allocation 

H Soldier Allocation orders one Captain to assign recruits to 
another Captain. The number of men allocated depends on the 
Posture of the Captain who’s supplying the men. 


To Allocate Men 

1. Press B until you're in Pointer Mode. 

2. Select the Captain you want to do the allocating. For information on 
selecting Captains, see the Captains Window section. 

3. Press C to go to the Command Bar. 

4. D-Pad to bracket the Soldier Allocation Icon, and then press A. 

5. D-Pad to point at the Captain you want to receive the men (not the 
Captain on Close-Up Map, but the one standing behind the Close-Up 
Map with the other Captains). Press A. 






























Withdrawal 


R 'fl Invent orders a Captain and his followers to use a workshop and 
Bfaii any of its inhabitants to create useful items. Only settlements 
with workshops are capable of producing inventions. 

To find out which settlements have a workshop, use the Objects Mode in 
the Overview Window (see Overview Window). If you’re viewing a partic¬ 
ular settlement on the Close-Up Map, you can Get Information about its 
various buildings to find out if any of them are workshops. 


I anything, 


naiy tower fron 


from the local mud. Pots are only valuable for trade. 


A Passive Posture produces items like pots and ploughs, while an 
Aggressive Posture produces heavy weapons like bows, cannons and cat¬ 
apults. 

Occupations In Settlement 

Intricate weapons such as cannons and catapults require specialized 
parts that the local population can’t manufacture. In order to build a 
cannon or catapult, a merchant must be present in the settlement to 
provide needed parts from foreign places. If you want to build a boat, a 


Summary Of Factor 



















Equip Men 

H Invented objects must be ‘equipped’ before your soldiers can 
use them. You can equip inventions stored in a building or near 
a workshop, weapons left on the battlefield, or boats found in the water. 

You can't see inventions stored in a building — only the Information 

Icon can tell you if a building contains inventions — but you can see 

items dropped on the ground. 

Hand-weapons — bows, pikes and swords — are automatically distrib¬ 

uted to troops. The Captain is equipped first, his original followers are 
equipped second, and any other recruits last. If troops have more than 

one kind of weapon to choose from, they will choose bows first, then 

Other weapons, such as cannon and catapults, are carried as stock by 
the Captain for use in trade and making alliances. The more stock a 
Captain has, the slower he travels, so be careful not to overload him. The 
only excess items that won’t weigh him down are pots. To find out how 
much the Captain is carrying, use his medals (see “Getting Info On A 
Captain" under Captains Window in Using The Windows). 

Equipment: Storage 

H Equipment Storage orders a Captain to drop any surplus items 
he’s carrying. The Captain drops the items right where he’s 
standing — the amount he drops depends on his current Posture. A 
Captain can’t drop equipped weapons or boats. 

In the wilderness, dropped inventions are left on the ground — they can 
be picked up later by any of your Captains (use the Equip Men Icon). 
Don’t worry about enemies picking up one of your weapons — it's hid¬ 
den, so they can't see it. If you drop them in a settlement, they’re added 


Move 
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ELECTRONIC ARTS LIMITED WARRANTY 
Electronic Arts warrants to the original purchaser of this Electronic Arts 
software product that the medium on which this computer program is 
recorded is free from defects in materials and workmanship for a period 
of ninety (90) days from the date of purchase. This Electronic Arts soft¬ 
ware program is sold “as is,” without express or implied warranty of any 
kind, and Electronic Arts is not liable for any losses or damages of any 
kind resulting from use of this program. Electronic Arts agrees for a 
period of ninety (90) days to either repair or replace, at its option, free 
of charge, any Electronic Arts software product, postage paid, with proof 
of purchase, at the Electronic Arts Warranty Department. This warranty 
is not applicable to normal wear and tear. This warranty shall not be 
applicable and shall be void if the defect in the Electronic Arts software 
product has arisen through abuse, unreasonable use, mistreatment or 
neglect. 

LIMITATIONS - THIS WARRANTY IS IN LIEU OF ALL OTHER WAR¬ 
RANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY 
NATURE SHALL BE BINDING ON OR OBLIGATE ELECTRONIC ARTS. 
ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PROD¬ 
UCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS 
FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) 
DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL ELECTRONIC 
ARTS BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUEN¬ 
TIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNC¬ 
TION OF THIS ELECTRONIC ARTS SOFTWARE PRODUCT. 

Some states do not allow limitations as to how long an implied warranty 


If you need technical assistance with this product, call us at (415) 572- 
11448 Monday through Friday between 8:30 am and 4:30 PM, Pacific 


Power Monger is a trademark of Electronic Arts. 

Documentation © 1994 Electronic Arts. All rights reserved. 

rights reserved. 

KA SPORTS, the EA SPORTS logo, and the 4 Way Play are trademarks of 
Electronic Arts. All rights reserved. NHLPA, National Hockey League 
Players’ Association and the logo of the NHLPA are registered trade¬ 
marks of the NHLPA and are used, under license, by Electronic Arts. 

Cup is a registered trademark of the National Hockey League. Team 
names and logos are Officially Licensed Trademarks of the National 
Hockey League © NHL 1993. 

Patents: U.S.tf’s 4,442,486/4,454,594/4,462,076/4,026,555; 

Europe #80244; Canada #’s 1,183,276/1,082,351; Hong Kong #88-4302; 
Germany #2,609,826; Singapore #88-155; U.K. #1,635,999; France # 
1,607,029; Japan #'s 1,632,396/82-205605 (Pending). 


damages so the above limitations and/or exclusions of liability may not 
apply to you. This warranty gives you specific rights, and you may also 
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SEGA CD !l 



SIREN IS GOING 
TO WAIL TONKSHT 
































